Goblin Killer 


This document presents new goblinoids to 
challenge you players, inspired in the goblin 
slayer series and designed to present new 
challenges for low to mid level characters, 
recommended for horror oriented campaigns. 


Goblins are small, green-skinned humanoids 
but grow over time. Some of the goblins, the 
smartest that successfully survive an 

encounter and live enough to gain experience 
become bigger than the size of a grown man, 
while others remain small and about the size of 
a child. Most dress in loincloths, though more 
resourceful ones can use armor. 


Gostin Brute 
small humanoid , neutral evil 


Armor Class 14 (hide armor) 
Hit Points 31 (7d6+7) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
15 (+2) 14 (+2) 13 (+1) 10(+0) 8(-1) 8(-1) 


Skills Stealth +6 perception +3 

Senses darkvision 60 ft passive perception 18 
Languages Common, goblin 

Challenge 1 (200 xp) 


Scent: The Goblin have advantage on Wisdom 
(perception) checks and gain +5 on passive 
perception to detect children, women or metal. 
Sunlight sensitivity: While in sunlight, the goblin 
has disadvantage on attack rolls, as well on 
Wisdom (perception) checks that rely on sight. 


Savage Attack. The goblin can spend 10 ft of it's 
movement to throw a medium or smaller creature 
to the ground. The target must succeed a DC 12 
Strength saving throw or be knocked prone; as a 
bonus action the goblin can make one claw attack 
against any prone target. 


ACTIONS 


Multiattack. The goblin makes two attacks. 


Claw. Melee weapon attack: +4 to hit, reach 5 ft, 
one target. Hit: 7 (2d4 + 2) slashing damage. 


Gos tin MOLESTER 
small humanoid , neutral evil 


Armor Class 13 (leather armor) 15 with shield 
Hit Points 10 (3d6) 
Speed 30 ft. 


STR DEX CON INT. WIS CHA 
11 (+0) 14 (+2) 10 (+0) 10(+0) 8(-1) 8(-1) 


Skills Stealth +6 perception +3 

Senses darkvision 60 ft passive perception 18 
Languages Common, goblin 

Challenge 1/2 (100 xp) 


Scent: The Goblin have advantage on Wisdom 
(perception) checks and gain +5 on passive 
perception to detect children, women or metal. 
Sunlight sensitivity: While in sunlight, the 
goblin has disadvantage on attack rolls, as well 
on Wisdom (perception) checks that rely on 
sight. 


Gang up: The goblin gain advantage on attack 
rolls if another ally is within 5ft of the target. 


ACTIONS 

Multiattack. The goblin makes two attacks. 
Shortsword. Melee weapon attack: +4 to hit, 
reach 5 ft, one target. Hit: 5 (1d6 + 2) slashing 
damage. 

Short bow. ranged weapon attack: +4 to hit, 


range 80/320 ft, one target. Hit: 5 (1d6 + 2) 
piercing damage 


GosLin SHAMAN 
small humanoid , neutral evil 


Armor Class 15 (hide armor) 
Hit Points 31 (7d6 +7) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
11 (+0) 16 (+3) 12 (+1) 10(+0) 13 (+1) 11 (+0 


Skills Stealth +7 perception +5 

Senses darkvision 60 ft passive perception 20 
Languages Common, goblin 

Challenge 1 (200 xp) 


Scent: The Goblin have advantage on Wisdom 


(perception) checks and gain +5 on passive 
perception to detect children, women or metal. 
Sunlight sensitivity: While in sunlight, the 
goblin has disadvantage on attack rolls, as well 
on Wisdom (perception) checks that rely on 
sight. 


Spellcasting. The goblin is a 5th level 
spellcaster. Its ability is Wisdom (spell save DC 
11). The goblin has the following spells 
prepared. 


Cantrips (at will): sacred flame, mending 

1st (4 slots): healing word, bless 

2nd (3 slots): spiritual weapon, silence 

3rd (2 slots): mass healing word, dispel magic 


*The goblins also tend to use the following 
spells: Sanctuary, locate object and glyph of 
warding. 


ACTIONS 
Most of the goblin spells are bonus action, it 


normally uses its action to cast a cantrip; take 
the dodge or disengage actions. 


HosGos.tin AGGRESSOR 
medium humanoid, neutral evil 


Armor Class 15 (natural armor) 
Hit Points 65 (10d8 + 20 ) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
17 (+3) 14 (+2) 15 (+2) 11 (+0) 12 (+0) 13 (+1 


Senses darkvision 60 ft passive perception 10 
Languages Common, goblin 
Challenge 3 (700 xp) 


Rally : The goblin inspire commanding terror on 
others, all allies that can see and hear the 
hobgoblin deal an extra 5 points of damage. 


ACTIONS 


Multiattack. The goblin can make two attacks. 


Greataxe. Melee weapon attack: +5 to hit, 
reach 5 ft, one target. Hit: 9 (1d12 + 3) slashing 
damage. 


Reaction 


Bareback. The goblin makes a melee attack against a 
target that enters or moves on it's reach. 


Gos.in CHAMPION (TWO HANDED) 
large humanoid, neutral evil 


Armor Class 17 (half plate) 
Hit Points 112 (15d8 + 45 ) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 15 (+2) 17 (+3) 11 (+0) 11 (+0) 13 ( 


Saving throws Str +8 Dex +5 Con +8 

Skills athletics +8, perception +3 

Senses darkvision 60 ft passive perception 13 
Languages Common, goblin 

Challenge 7 (2,900 xp) 


Extreme penetration : The goblin adds 
double strength bonus on damage rolls. 


ACTIONS 


Multiattack. The goblin makes two attacks. 


Great club: Melee weapon attack: +8 to hit, 
reach 10 ft, one target. Hit: 17 (2d6 + 10) 
bludgeoning damage 


Eat and Swallow (recharge 5-6): The goblin 
grabs and bites it's target, if the target is 
Medium or smaller; it must succeed a DC 16 
Strength saving throw; taking 52 (12d6 + 10) 
bludgeoning damage a failed save, or half as 
much on a successful one, and the target is 
grappled (escape DC 16). 


Gostin CHAMPION (TOWER SHIELD) 
large humanoid, neutral evil 


Armor Class 20 (plate armor and shield) 
Hit Points 127 (15d8 + 60 ) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
20 (+5) 13 (+1) 19 (+4) 11(+0) 11(+0) 13 ( 


Saving throws Str +8 Dex +4 Con +8 

Skills athletics +8, perception +3 

Senses darkvision 60 ft passive perception 13 
Languages Common, goblin 

Challenge 7 (2,900 xp) 


Shield master: If the goblin is subject to an 
effect that allows it to make a saving throw 
to take half damage, it instead takes no 
damage if it succeeds, and only half damage 
if it fails. 


ACTIONS 


Multiattack. The goblin makes two attacks. 


Halberd: Melee weapon attack: +8 to hit, 
reach 15 ft, one target. Hit: 17 (1d10 + 5) 
slashing damage 


Shield bash: Melee weapon attack: +5 to hit, 
reach 5 ft, one target. Hit: 8 (1d6 + 5) 
bludgeoning damage and the target must 
succeed a DC 12 Strength saving throw or be 
pushed 15 ft away and fall prone. 


Reaction 


Parry: The goblin adds 5 to its AC against one 
attack that would hit it. To do so, the goblin 
must see the attacker and be wielding a 
shield. 


Gos.in CHAMPION (DUAL WEAPON) 
large humanoid, neutral evil 


Armor Class 17 (half plate) 
Hit Points 112 (15d8 + 45 ) 
Speed 30 ft. 


STR DEX CON INT WIS’ CHA 
20 (+5) 15 (+2) 17 (+3) 11(+0) 11(+0) 13{ 


Saving throws Str +8 Dex +5 Con +8 

Skills athletics +8, perception +3 

Senses darkvision 60 ft passive perception 13 
Languages Common, goblin 

Challenge 7 (2,900 xp) 


Dual oversized wielder: The goblin can 
engage in two-weapon fighting ignoring the 
two handed and heavy properties of any 
weapon. 


ACTIONS 


Multiattack. The goblin makes three attacks, 
two with it's main hand and one with its off 
hand. 


Greatsword: Melee weapon attack: +8 to hit, 
reach 10 ft, one target. Hit: 12 (2d6 + 5) 
slashing damage. 


Warhammer: Melee weapon attack: +8 to 
hit, reach 10 ft, one target. Hit: 10 (1d10 + 5) 
bludgeoning damage and the target can't 
take reactions until the start of its next turn. 


Reaction 


Bareback. The goblin makes a melee attack 
against a target that enters or moves on it's reach. 


